In this workshop, we are going to explore new ways of user interaction that cater to the attention of a distracted audience. One of the challenging aspects we will focus on is the growing user requirement for real-time mobile information and stories anytime and anywhere. This has exerted significant pressure on the importance of new forms of storytelling and information delivery on every target audiences.
We will examine how to adopt new forms of digital storytelling in traditional media such as TV broadcasting. The workshop will stimulate discussions and experiences among a broad spectrum of workshop participants, such as researchers, industry, designers, and artists on how to create stories and journalism that think about information delivery in real time. The first part of this workshop consists of presentations submitted to this workshop. Here, potential effects of using digital storytelling in creation and participation of media will be discussed. Furthermore, we will also have presentations on use cases, artistic research and demonstrations of design and storytelling. To foster creativity and discussions among participants, presentations are followed by interactive group-work. Here, participants have the chance to express their ideas and scenarios on how to effectively include audiences' opinion into TV broadcasting. The workshop will be concluded by a panel discussion on the topic of new storytelling perspectives in broadcasting, and will cover aspects of the group-work and presentation of submitted work to the workshop.
Permission to make digital or hard copies of part or all of this work for personal or classroom use is granted without fee provided that copies are not made or distributed for profit or commercial advantage and that copies bear this notice and the full citation on the first page. Copyrights for third-party components of this work must be honored. For all other uses, contact the owner/author(s). 
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MOTIVATION
In the past, delivery of information was one-way, broadcasters and journalists had the sole responsibility of bringing stories to their audience. Today however, such relationship between broadcasters and its audience is harder to sustain. The audience seeks to actively participate in program formation and wants its opinions heard. This is affecting the way information should be delivered from the storytelling perspective where the audience itself is contributing to the dissemination of stories using social media channels. This is especially true in the case of breaking news, where information often spreads much faster than the traditional news companies can cope with. To preserve the relevance of traditional media, such as television broadcasting and newspapers, it becomes a necessity for them to find ways to engage the audience. This includes involving the audience into the story generation and presentation, which will facilitate the enrichment of the broadcasters' program [1] .
Another observable trend is the growing appetite for real-time mobile information, and stories anytime and anywhere. The reality in storytelling and information delivery is how to seize the attention of a distracted audience. One way for breaking through and taming the wandering mind of the audience is to seamlessly bring stories into their everyday lives. This challenging new requirement exerted significant pressure on the importance of new forms of storytelling and information delivery.
One of the things that this workshop will look upon is how to create stories and journalism that think about information delivery in real time. Advancements in technology and the revolution in mobile devices, give people more opportunities to draw information from several sources, and is changing the way people connect with each other. One of the challenges is to determine the impact of these technologies on the way people communicate and interact. Bringing this technological infrastructure into broadcasting should not disrupt but rather should naturally merge with our daily lives.
Another perspective that we will present in this workshop is the possibility of using multiple screens to deliver a new form of broadcasting experience in any given time and place. Research shows that using various media and creating new types of storytelling compared to the traditional first screen or a single screen view, has a positive appeal to younger audiences because it is conforming to the way they consume media [2] . However, the enrichment of broadcasting shows using these types of media is not a straight-forward process and has to be addressed. If the new concept of digital storytelling is integrated carelessly and appeals only to selected viewers, there is a risk that others may not appreciate these new services. Traditional media has to cater to all kinds of audiences, while attracting new (younger) audience at the same time not to lose their established (and often older) audience. Therefore, it is important to develop well thought concepts for each individual show. This includes designing the appearance or image of the visual content attractive and naturally flowing with the show or second screen. This is also one the goals of the VisualMedia 1 project which is supported by the Horizon 2020 programme where most of the workshop organisers are part of.
AIM AND SCOPE OF THE WORKSHOP
The goal of this workshop is to discuss new ways of information generation and delivery and adopt them both, in the traditional broadcasting sense and in the public use. Selected presentations submitted to this workshop will focus on topics that address new ways of of technically integrated digital storytelling in broadcasted shows. This includes looking into some of the new techniques in designing interactions and audiovisual content creations. Another interesting aspect that we seek to address in this workshop is to bring in alternative forms of content delivery from a more design and creative standpoint.
We will also investigate the use of new media and its concepts in TV-, web-broadcasting, and printed media. During group-work, the workshop participants will be engaged in discussions and create new use-cases on how to utilise new media such as digital storytelling. Here, different perspectives will be covered, such as information generation, retrieval, and preparation. This workshop shall facilitate professionals, academics, designers, and digital artists to put forward discussions on multidisciplinary approaches to enhance audience experience and expectations towards information delivery at anytime and anywhere.
1 www.visualmediaproject.com
FORMAT AND DURATION
• Welcome and Introduction of participants Welcome of workshop organizers with a brief introduction to the workshop topic, to assure that all the workshop participants are aware of the topic, and are able to contribute to the interactive part of the workshop. Short introduction of the workshop participants. A presentation will be given by an industry partner who is talking about how social media can already currently being implemented and used in TV broadcasting.
• Presentations Will contain 4 presentations of papers, that will contain of research work done, use cases or work with design, creative and storytelling focus.
• Group-work -Creating a use-case Participants will be divided into groups. Each group will create one use-case show using digital storytelling on a given genre. The workshop organizers will make sure that groups consist of people with diverse backgrounds. Group work will be followed by a short poster presentation from each group.
• Panel Discussion Discussing about future opportunities of new media in traditional media together with the audience. Potential participants: workshop-co-organizer (from industry), and two participants from the presentations.
TYPES OF SUBMISSIONS
We invite authors to submit either research papers, on how digital storytelling can be used in broadcasting, and how it can and is changing the traditional media landscape, or Use-cases, Artistic research, Design studies, describing completed or on-going projects implementing new kinds of media and/or showcasing implementations of new ways of digital storytelling.
